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“RANCANGAN SPECIAL EVENT ESPORTS SHOUTCASTING “HOW 





Ditengah pesatnya perkembangan game di Indonesia, terutama genre battle royale 
yang mendobrak pasar esports Indonesia saat ini, turnamen banyak diadakan sebagai 
bentuk aktivasi pemain dan komunitas agar semakin subur dan meluas. Minimnya 
shoutcaster di Indonesia disebabkan karena tidak adanya standarisasi maupun 
pendidikan formal. Oleh karena itu, webinar coaching clinic berjudul “How To Be A 
Battle Royale Shoutcaster” hadir. Tujuan webinar coaching clinic ialah untuk 
mengedukasi para pecinta game ataupun shoutcaster baru agar mampu menjadi 
shoutcaster dengan bantuan dari para proffesional shoutcaster sebagai coach. 
Penyelenggaraan webinar coaching clinic “How To Be A Battle Royale Shoutcaster” 
ini didasarkan pada konsep Special Event Management, Webinar, Coaching Clinic dan 
Shoutcaster. Target dari webinar coaching clinic ini adalah remaja – dewasa berumur 
17-30 tahun yang memiliki ketertarikan untuk menjadi seorang shoutcaster. Event 
webinar ini terbagi menjadi 3 (tiga), yaitu pre-event, main event, dan post-event. Saat 
pre-event, peneliti melakukan promosi dengan menggunakan press release dan poster 
untuk disebarkan lewat media partner dan media massa esports serta Instagram story 
milik coach. Webinar coaching clinic “How To Be A Battle Royale Shoutcaster” 
dilaksanakan pada 26 November 2020 untuk kelas PUBG Mobile dan 30 November 
2020 untuk kelas Free Fire lewat media Zoom Meeting. Webinar coaching clinic 
berjalan lancar, mendapatkan antusias yang tinggi dan feedback yang positif dari hasil 
evaluasi. Namun, terdapat kritik dan saran, seperti menjadikan event ini sebagai sebuah 
sustainable brand, durasi dan kuota peserta yang ditambahkan, variasi coach, dan lain- 
lain. 
 







“SPECIAL EVENT ESPORTS SHOUTCASTING PLANNING DESIGN 





In the midst of the rapid development of games, especially the battle royale genre that 
is breaking into the current Indonesian esports market, many tournaments are held as 
a form of event activation for players and communities so that they grow bigger. The 
lack of shoutcasters in Indonesia is due to the absence of standardization or formal 
education. Therefore, a coaching clinic webinar "How To Be A Battle Royale 
Shoutcaster” was present. The purpose of the webinar coaching clinic is to educate 
gamers or new shoutcasters to be able to become shoutcasters with the help of 
professional shoutcasters as the coach. This webinar coaching clinic "How To Be A 
Battle Royale Shoutcaster" are based on the concept of Special Event Management, 
Webinars, Coaching Clinic, and Shoutcaster. The target of this webinar coaching clinic 
is teenagers - adults aged 17-30 years who have an interest in becoming a shoutcaster. 
This webinars event are divided into 3 (three), which are pre-event, main event, and 
post-event. During the pre-event, researchers carried out promotions using press 
releases and posters to be distributed through media partners and esports mass media 
as well as the coach's Instagram story. The webinars coaching clinic "How To Be A 
Battle Royale Shoutcaster" was held on November 26, 2020 for the PUBG Mobile class 
and November 30, 2020 for the Free Fire class via Zoom Meeting media. The webinar 
coaching clinic went smoothly, getting high enthusiasm and positive feedback from the 
evaluation results. However, there are criticisms and suggestions, such as making this 
event a sustainable brand, added duration and quota of participants, variations of 
coaches, and so on. 
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